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Abstract ^ 

Twenty families in the San Francisco Bay area 

(^California) with hew Atari home video game sets were studied from 
February through June 1981 to obtain data oh how the game-playihg 
affected family ihteract ion • Records of play were kept for one week 
each mbhth ahd esich family member was _ interviewed at the begihhihg 
and the end of the study. It was found that: (1) the majority of 
families spent less than an hour per day in average game-playihg time 
for the total family; (2) tiitti spent playihg video„ games decrea^s^ 
iiiihutes frpmthe. first recordkeeping period to the last for the total 
sample; (3) family and sibling interaction increased in nearly all 
families as adults and children played with each other; (4) families 
with all girls had the highest percentage of recorded time spent 
playing with other family members; (5) mothers were reluctant to play 
the video games; is) all but 1 of 17 fathers in the study played the 
games with the family at least (7 ) two-thirds of the 

families reported watching less television; families reported 

spending less money on coin-operated machines; (9) no families - : 
reported a detrimental^effect on school work as a result of playing 
the home video games and some report.ed school work improVemeht; (ID) 
none of the families saw a relatiohship betweeh playing video games 
asid developing aggressive, violeht _pers6halities; (111 girls tehded 
overall to play less thah boys; ahd (12) most of the families saw 
their video games as a bridge to personal computers^ Quotatibhs from 
family interviews are ihcluded ih the report. (Authbr/ESR) 
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HOME VIDE© GAMES 
eiUhDRKri ?iNb PAHHI-JTS LEARM TQ PtAY 7\ND PLAY TO fcEARN 

Ed-T;3 M.itchG']!, Ph..D . _ . .: 

rrofossbr cir.d Ho-^d of Depcirtnent. ^ 
i>,.-^-:-5rtj;.ent of E<.:uc:it-idn 

Mil is Collcod, Da-klar.d, Ca. ' _ . 

Tt-.-5nt\' families with ne-.-; hcr.^e vi&oo-qarrc sets v;5re studied 
frm FebL-uai-c through June^' i'SSl to obtain data on hov; the qarr.o playing ' 
Effected family interaction. Results show that the rrajority of fonulies 
sront less Ui.m an; hour per day in average gam^-fDlaying tLnrre^for the total 
f^aniily. Tiir.e st>_int Tjlavi:ig video-Ga,T;c=s decreased 13 minutes from the first 
r^ord'koeoing period to Big last for the total sample. In families with 
a:il g'irls the tin^.G decreased by 25 minutes. Statistically significant 
differences in the'airount of tii^.e played at the end of the study as caiT- 

parc?d d-ith the bonjmina wore foand in both families v.hose playing tiTC 

c-jcrfeased and families ^^i^ose playing time increased. 'Ihirteen out of ta^enty 
families were playing less, however. " . ^ 

Fa-mily inter.nction increased in nearly all families as adults and 
childr'an played -.vi Ui eadi other and as nore sibling interaction v?as 
reported.' COocca'-ation ajid encouragem.ent v;ere_ the ma^or Ch3racterist1.cs 
of' the interaction reported. Families with all girls had the highest , 
percentage of recorded time sixrait playing with other family mcrrtjers. 
The_ highest, rates of playing alpne were reported in families with one 
child aiid families withi ail boys. 

nDth'ers were reluctant to play the video-gair,es^ Only 50"b of the 
toventy.irathers even attcnpted to play. Airong. those who did, t^,X5 be- 
came; ^thusiastic and skillful players. 

All but one of .the seventeen fathers _in tiie study played the games 
with the family at least occasionally. Four of the fathers played 
■frequently and often by tliemselves at night or on weckciids.- . 

T^^o-thirds of the families reported watchinf; less television. Hie 
otiiors reported Qie video=game!s had not charsged their television viewing - 
signif icEintly. 

Families reoorted spending less ironiay on coin-operatc^d machines, 
altiiough families.: with teenage bays indicated the interest in the 
arcades and the 'coin=oi>2rated games was still a problon. . ; 

All faS^Jics hdd a "homcA^rk first" rule wiQi respcxrt to video-games 
as 'well as" television. This rule v;as not always observed, but w-as 
understocd.' -Many parents and children reported that, thc^ vidco-gamos 
had heli^ thGin in sonY2 asp.;ct of learning: faster reflexes, better 
eye-hand coordiKation, increased rcadijig speedy improved perceptual 
judqcment in outdoor srx.rts. ffo families reported a detruiiental 
effect, oh. schoblv.ork as a result of playing the home video-games. Some 
reported an ijiproycirent in schoolw-ork . 



- * /Jj3t7"act-2- 

V:ono of ijvj i-M\^\ics saw a rolat:i':nsHiT: tet^^ccTi playing viclop^^ainos 
and dovclcpir:q acorcssivc, violci^t, war-nxjngering persona libies. 

Girls tondf^d to :^Iav loss tJian bovs, ovc-raH. itiey- tiiought girls could 
piav as voll as bovs^ if ^ they prdcticed, but teUevodjrost of the gan^cs were 
d:-sic:noa witli bovs'.in mind. 'Tne beys, also, believed girls could beccrrs 
skillful players^ if. they spent tirrva practicing. 

Most of . ti':e families _sav; their vidco-ga-^cs as a bridge to .pc^rsonal 
cr:r,r.utors v.hich Uioir childron v,ould be using in the future. 

' e:-iticir-r:;>3 c:<T^rcssc<^ by fairdlics were about the expense of each ne*.>7 
noise of tli4 aajres,. and tlie fact that the hoT.e gairres were 
dVs-i:::ointing imitaticns of the nore. ccrrplc-: and challenging arcade games. 
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INTRODUCTION AND liKVIEW OF RES&ARCH . ' • - 

video qainb fever rbse srbctacularly in the Uriiho 
States in December, 198± as ^-he pre-hoiiday advertising 
blitji accd'lerated.- The sale of home video game equipment^ 
was at. an anprecedcnted high; a peak which declined intho 
follow irig months causing cohr^te r h atibh in an industry in 
which emerging companies competed for this lucrative mar- 
ket. The video game craze was a new phenomenon in our 
culture. Itwas an ideal time to investigate the impact 
of the games on families, to intudy change in family inter- 
action, and., to ascertain; the effects of this technology oh** 
famiiylife. • 

A substantial body of research literature Exists oh 
play and games V both theoretical and descriptive . Current 
research has focused on the use of computers in educ:atibhr 
and on the effects of television viewing on children; but 
there has been no systeinatic investigation of the effectti. 
of home video game playing on children or families; 

Even without research evidence assumptions about nega- 
tive effects of video games on children have perm-^.i ted media 
reports. Much of the adverse publicity surrounding video 
games stems from opinion arid speculation about thiair pre- 
sumed bad effects on mo kaI s and sjchool attendance. State-- 
ments in the press by social scientists, psych ologists, arid 
other "expeits" on both sides of the question have been 
widely quoted without distinction be tween fact and fe el i n g . 
Psychologists have used words like " me sme r i z iri g " , "narcoti- 
iirig", arid •addictive" to de?5cribe what happens when chit-- 
clreri play video games. Even the Surge bri Gerieral of the . 
United States, wi.th; no data to support his stattiment, warned 
th<!^t these games could be dangerous f or y bu ri g '^podp 1 e . He 
predicted that they may make ' children ready to accept or 
copy violence". Iri deferisc cf this unsubstantiated opinion, 
he remarked that he expected the evidence to be forthcoming. 

Parents arid cbricerried citizeris in many communtties 
battl<5d.to prevent arcades f r om rr.u 1 1 ip 1 y i n g > and to control 

c 



the ehvirbrimc ii t s of video ganio centers. Alarmed abbiil: tli.e 
time and money being spent by j^outh on c o i n- ope r a t e d viddo 
games/ citizen groups across theriatibri initiated passage of 
ioca^l ordinances to restrict arcade business; Litigation 
. oveir these ordinances - reachisd the Supreme Court which, in 
February, 1982, sidestepped the rulingon whether local 
governments may limit the ability of children br teenagers 
to play in video game centers. The decision was referred 
back to the lower courts . ^ 

Research on the use of video games has centered on. 
clinical applications and rehabilitatibri of handicapped 
persons. The epijepsy center at Johns Hopkins University 
Medical School/ for example, is using. Atari sets to deter- 
m.i he the effects of a n t i c o n y u Isant drugs on learning §nd. 
ability. The Veterans Administration Hospital Brain Injury 
Clinic in Palo Altb/. California is using video-ther.apy to 
provide patie^nts practice on perceptual - mo tor ski 1 IT s ; D r • 
Robert S; Eliot of the University of Nebraska Medical Center 
reported a study which showed dangerous increases in heart 
rate and blood pressure for adults during video game playing 
under clinical conditions.^, 

In a careful study of video games, Thomas Ma lone 

collected data oh ch.\ldreh*s game preferences wlien cohtrblled 
variations were introduced in certain games. The "study was 
experimental, conducted in a laboratory setting, and did-hbt 
attempt to obtain information about se 1 f - i n i t i a t e d game play 
by children in naturalistic settings. 

At this time no studies have been r epo r t e d wh i c h. provide 
information -on the typical American family which owns a homo 
video game sot. From acebunUs in the press> which appear to 
focus on aberrant behavior, pne would have to conclude that 
video game playing is addictive, that children rob and e v e n 
murder as a result of their addiction, and that the playing 
of video games in arcades, can be cbmpared to playing home 
video games with equally deleterious effects; One would 



■also ho led to bcliqve that video game playing may is'oiatr^ 
children, may cdu,se tl^em to v:i'thdraw into a world of fantasy, 
.and at the very least may be detrimental to school achieve- 
irib h t . 

Although the study r epo r t ed -he r e does not 'support those 
bieliefs, the concerns are legit i m ate ones and need to be sub- 
jected to thorough in ve s t iga,t i on . However, the results of* 
this study, although tentative, offer more hope than despair 
in understanding the perspective and behavior of families who 
play video grimes at home. ■ ^ ■ 

PROeEDtJP.ES 

Twenty families who purchased home video game sets at 
ehr is tma s time , 1981, we r e . s e 1 o c ted for study. They were 
chosen from among fifty families ide n t i f i o <^ , as Hav ing ne v; 
sets. Sources for locating families included advertising 
in hewspapisrs, contacts "in schools, and referrals By persons 
who knew of plans for the sttjdy. In order to reduce the 
confounding variables, families with setis other than Atari 
wer e ; no t -ihc 1 uded Atari was the most popular equipment * 
on the market at the time. -Preference was given to famiJies 
with- two or more schbdl-age children; ^hoWever, three of the 

families had an only-child in preadblescerice. 

_ ■ -. t' . ^ 

The familes differed i'n socio-economic status, racial 
and ethnic backgrounds ,» and wore from distinctly differeiit 
heighbbrhodd'i in t he Ss n Fr an c i s c o Bay Area. SiK of the 
parents were single mothers, although three of these had 
boyfriends residing in the home. Five families had daughters 
only; two of these g ir 1 s we r o o ri ly- ch i 1 dr e h with no siblings. 
Four families had boys only; one of these boys was an only 
child. Fourteen families w^re two-parent families; twq of 
these had s tepf a tlier s - ; There was a total of forty^fbur 
children in the iiample, 20 girls and 24 boys; .Twelve chil- 
dren were under ten, equally distributed by sex- Eighteen 
were between the ages of 10 and 13; eight of these were girls 



and ton were boys; Fourteen s^ibjects were over fourtee:n 

- - - . - 

years of a g e ; ^ s i x we rc girls arid eightwere boys. • 

The 'families kept records for 5he week each mionth over 
fbiir mbhths from February through May, recording this daily 
play by time of day, minutes played, persons playing, games 
played, and individual isco ir^e s. Data collection began in 
early February in order to allow time for normal routines 
to be established after the first flush of enthusiasm for 
anewactivityhadwaned. 

Each family member was interviewed both at the beginning 

anci at the end of the study. interviews were conducted iDy . 

_ _ ___ _ _______ _ ___ _ __■_ ~___ 

a single researcher, using a tape recorder and a uniform set 

of questions. Family members were interviewed individually 
to provide comparison of perceptions "of family ;anteraction 
and attitudes. In exchange for their cobperatidh, families 
received three game cartridges: one:dufing the study, and 
two after all data wiere collected. The .study was furided 
thrpugh a modest research grant from the institute for Educa- 
tion Action Research of Atari, Incorporated. The research 
was designed and conducted with complete independence from 
the Institute. ^ 

The research was hdt designed to determine cdghi'tive 
gains of children, perceptual skill develQpment> or signi- 
ficant sex difference s in ihteire st and skill. Theise aris 
obviously important issue s> but the focus of the study was 
dh family interaction related to the. intrusion of the enter- 
tainment form. The small sir^c of. the sa mp 1 e , v h r i a t i o n s in 
numbers and ages of children across families, and reiianca , 
on self-reporting in record keeping, limit the gehcraliza- 

biiity of the f int^ing s . Although quantitative data were 

_ ; _ _ _ <'_ . _ • . ' _ ■_ . ■_ . 

collected, the intent Q.f the study was to db ta iji^^q-lva-ldi ta-' 

tive'descriptivedata.. This Wcts not an^^expe r.imc n ta 1 study 

and did not ihciude ex p e r i m en tal aridT cdht r'd 1 g r d up cdmpari- 

sons or pre and post t r e a tmen t da ta . 

Que-stidhs df interest focnsed on whether or hot. the 

family played the games together, or were children playing 



in . isb.latio/1 from bthers in tlic faitvily. Did sibling , ago or 
sex make a difference in participation? bid parents play 
with their childron, wi th, e ac- h. other , alone', bp.perha^s not 
at aii? What concorris did parents have about the effecti of 
the gambs^ on children? Did families dbs.erve a change in the"^ 
amount of television watbhed by .the., chi^ldren or the family as 
a whole? Did t ho v i^de o game s; contrr ibute to the development 
of fany new skills or interests in family members? 



RESULTS 

Amount of Time Speri-t- Pl : ay i^ ^-M bme Video/Games 

The time spent on playiPJig video games in the hbines was 
less, on the average, by, the end of the, research period than 
at the beginning.* The mean daily playing time for the sample 
dropped from 53 minutes at iho beginning of the study to -'40 
minutes total family use daily. While the playing time showed 
a. decrease in .most of the families from the first to the final 

week, seven families (36%) were playing more at the end than 

■f'. " ' ' _'. 

at the beginning. The mean increase for these families was 

24 minutes daily and repf.esehts a statistically significant i- 

increase { fc=2 . 96 4 p < . 0 5 ) . ; Howe ve r, th ir te en f ami 1 i e s (G4%) 

had a mean decrease of 33 mintites of daily playing tj.me which 

was significant at the .01 leyo 1 ( t = 7 . 487 , p<.dl). 

the^means of i^ndividuai family playing time ranged from a 

_ .• _ _ _ _j 

low. of ^ minutes daily- to one hour and 43 minutes for familie 

who played least and those who played most, respectively. 

The average daily time^waj; calculated from family records 

kept during assigned wieks each month. in many families there 

were days when the games were nbt played. Those days were 

not included in calculating average daily playing time. Time 

spent on video' play at home averaged 42 minutes per day based 

all rbqorded weeks of play excluding dayscf no play. If 

re to include "the no-play days in calculating weekly and 

- _- _ ^ _ ' ii _ 

daily playing time, the dail^j- use of the games would be 

considerably less than 42 minutes per day. : : 



on 
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ThG total sample means provide' a rough index, for 
cjetermihirig ^average daily time spierit h% families playing 
home video games; : ft is more revealing to look at the 
families on the low and high ;(5iids of the range. Five 
families spent an average of an hour or mbre in daily 
play throughout the s t udy , with one family having a daily 
average of'onehour and 4 3minutes. Fifteen. (75%) of th^ 
families played much less than an hour per day* 

Single parent families, as a group, had the highest 
daily average of 70.6 minutes; (Table !•) Next high were 
families with all boys, 55 minutes; and families with sib- 
lings, 54.05 minutes. Families with daughter's only had the_ . 
lowest overall daily average of 48.5 minutes.'. 

Families with daughters o'nly showed: tKe sharpest de^ 
crease in average daily playing time from the beginning of 
the study to the end, dropping from 60.4 minutes to 39.8 
minutes- daily. 

Families with only one child showed an increase from 
28.6 minutes 'to 54.6 minutes average d a i 1 y . p 1 ay i ng time from 
the beginning to the end of the study. This is the only 
group as a subset which showed a clear and consistent increas^ 
in daily use over the data coliectidri piar-ib(§. 

It appears, in most families, regardless of the^ number 
of family members, liome video game playing time does not 
differ significantly in average amount and will vary. weekly 
and daily in individual families. ' 

Most frequent playing times were just after school in- 
the a f t e-r^taaUiri_^ and during weoknnds. Evening use and ear^ly 
morning use were r ^?or^lTd-~i^s s f r e q u e n 1 1 y in the total sam- 
ple, although a" few families playel3'~--ic^a,g^i^ariy after dinner... 

Zi^y Amdng Family Members* ^ 

Only children (N=3) tended to play alone more than^ 
with family or f r ierids , a 1 though this pic ture is blurred 
since one child (a girl) did not report play ing \alone at ■ _ 
any time. She always played with another person. The other 



TABLE 1 



Dnly^Chiia in' Faiiiily 
(N=3) 

Fantili'es with Girls Only 
... .,: .(N=5) 
Families with Boys Only ■ 

' •. .(N=i) . 
Gihale.Pari^nt Fatnilies 
_ ':■ (:N=6)^ ■ 
Two-parent Families 

, (N=14) 
All Families with Siblings 

... : (N=17) 

All Families 
(Total Sample) ' . 
N=2e ' 



Minutes^.of Average Daily-P-lay 



Overall 

36 



48J 

46.6 

■55, 

70.6 

51;3 

54.6^ 

42 



Ijt Week 
Av'erage- 

28.6 

Ma . 

•46.4 
• 67;6 ,. 

48;7 . 

59,36 ' 

:'53 ■ 



-J 



Fina'l Week 
Aver a ge 

54 ;l . 

39.8 

32.6: 

- ' .i' 

.37' .' 
36.56' ' 

40.29 



Qiifexence 



First and Fi:iai Week 
■ - +25.r' 
-25; 

'-13.6 I.- 
^-15.3 
' ' --13.7 

' -12.71 



_ . . _ V .. . . ■ 

■ Significant difference 'between' 1st record week time and final tine for families whose tiite decreased: 

■ {k487, p^.Oi) 3 

' Significant dif f^ence between 1st record week time aiid final time for families whose time increased-;' 
(t=2.964, p<.;05) ,■ ■ • . 



t\vO. only-children played alone 63% of aii the xr r gc o rde d 
tirtte. The oh 1 y- ch i Idr eh recorded the smallest aitiouhts of 
time playing with family or friends (9.3%j, (Table #2.) 
The s a mp 1 e for only children is .too small to provide other 
than an interestingclue to differences: 

In families with all boys, boys played the games alone 
an average of 48% of the playing time. Ln families with aii 
girls, the girls played alone less than any other sub'-set of 
children (8.4%)^ and had the highest rates time spent 

playing with family (5'b«86%)" and with f r ie nds \ ( 3 5 % ) . 

It appears, from the information obtained;, that chil- 
dren played video games alone most often if theywere boys 
or if they were ohly*-childreri in t h e f a m i 1 y . 

AduitS:.were more likely to play by themselves alone in 
families where there was only one child (32%), or when the 
mother was a single parent (8.33%). - . 

The greatest am bunt of group play among family membors 
was in families with girls - (50.86%); with the next high in 
all families with two or more children (35%). 

Playing home video games— vd-th friends was highest, 
p r op or tionately, in families with all girls (35%). But Lt 
must be noted that this group played less, overall, than any 
other subset* Sharing video games with friends acco u^n ted 
for 28"^. of the time for fami. lies wi t h siblings, and 27% of 
the time in families with all boys. On ly- ch i Idr en recorded 
play with friends- 16.6% of tho time. '■ 

Vlo t h^ r4a * — V id G Game P li& ■" ' 

Ten. out of 20 mothers (50%) in. the study made ah effort 
to learn to play, or played at some time with their children. 
The others (50%) refused to try, saying they <i3 ^no't^TTave time 
or were not interested at ail. Of those who did try, three 
became i"n cr e a s i hg ly ihterestod and skill'ful durihg the data 
collection period. Two sp e n t s ub s tan t ia 1 amounts of private 
time in the early mornings or late at night playing and prac- 
ticing; :6ne practiced on her day off. each week* They had 

. i3 . 



TABLE 2 



. Percent of Mcorded Time Spent Playii 


10 Video Hairip 


s Alone or with 01 


.hers 




? H tniiu 


C 

i With ' 


h 

: ? With 


^ % Parents or 


■ 


Alone 


Family 


Friends 


Adults Alone 


Only-child Families 


63 


9.3 


16.6 ' 


32 •• 


2 Parent Families 


. 35.38 


' 31.41 


22.92 , 


3.8 . 


Single Mother Families ' 


,30 ■ 


oil 0 


, ■ jU. J 


U • J J 


Girls Only 


8.4/ ■ 


50.86 


35 . • 


■ ■ 5..6 


Boys Only 


48 : ' 


20 


1-,-^ 

. 21 ■ ' ■ 


1 


All tf/ Siblings 


32 


35 , 


28 ■;' . 





one or two games which they preferred to piay regularly 
in order to improve their skill. Four of the remaining 
eight mothers played oc c a s ion a ily in order to participate ' 
with their families/ to play v;ith children, husbands, or 
boyfriends. They were r e i uc t an t/ piay e r s , not strongly 
cdrifideht/ but were taking pride in their own improve- 
ment. Six out of twenty mothers (30%) were learning to 
compete in a hew medium which they viewed as essentially 
hostile and ma 1 o - or i o n te d . The remaining four mothers 
stopped playing altogether after a few intermittent attempts., 
■Some of the mothers made the following comments: 

" 1 ge t nervous . I.' ve gotten be t ter ; but my fingers* 
got numb. I'm not very good at it. _ ? t ' s ^ f a ste r' than 
me: I play by myself and leave the scores so the boys 
will know what 1 have made;" . 

"My mind is thinking one thing and my hands doing some- 
thing else;; I was really frustrated.: They did teach 
me, but it's not fun," 



"They know I never will play because they make it too 
tough for: me. I have played when nobody else is apound,. 
but I don't. anymore. I'm just not that interested." 



"No, I've never pla ye d it. Never touched it. I don't'- 
even know how it works. I just never seem to have time." 

"I do not play. I haven't touched it. I haven't tried. 
I sit heroandwatch thorn play and it bores mo; I can't 
see thepbiht in it. I would ratherread a book. if it 
makesthem happy, that's fine. I don't have to get in it 
at all. " ^ - 



"I didn't think I would enjoy it, I had never played^ it 
befbrb; but I like it. No one really- taught me.- Ir just 
watched. Initially I played with Michelle and Mitch, but 
now I • pld'y by myself. The interest depends on my parti- , 
cu 1 a r mood ; there are times when I want to relax; You 
cannot think of problems or other things, you just think 
ofthegame,andit'srolaxing;" ; 

"I have be:^2 a little threatened by ielectronic games. 
T was suspicious at first, but then I realized there 
must be something happening. The kids love it. I 
played 'it quite a bit when it first came into the house. 
It was the social interiction that drew me-in." 
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"i play when I'm allowed to touch it: When I get 
in line. I can ' t make the joystick work. I have 
beaten people by accideri.t when they have kind b£ 
missed. I'm sure I could become skillful. .1 just 
haven't played, enough." 

"I started playing on my day off/ahdtheribegah 
.trying to improve my scores*- it was just for my- 
self to reach a certain point. Now, my husband arid I 
play together arid bfteri play wiririers with the girls 
so the whole family cariplay." 

Ghildreri cbmmerited about thfei i r mo the r ' s play: 

"Mom didn't Used to play much, but now she's become . . 
ari Atari addict . She is always in front of the Atari . 
We used to have time to talk and have a family time; 
now she says, 'Go away, can'^t you _ ^ ' ni p lay ing? ^ 

It's always Pacman, after school, be fore dinner, after ^ 
dinner, ahdlateatnightl". 

"Mom— does n-* t play. X~ tried to tea-cii h.e.r^bii:t. she doesn't 

lis ten right. " 



"Mom is cute at it* Weil, she's not real good, but she's 
cute. She's a real good sport. ..;she tries." 



* "Mom. never plays. She's too- busy. When I ask her to 
play, she says she'll be there in a minute, but the 
next thing* you know she'll be doing the laundry. She 
jtist forgets the whole thing. Once my parents played 
against each other. Thby were all excited.. It was- a 
happy moment when I saw my mom arid dad getiiirig all ex- 
cited and jumping around. But t4i-a-t never liapp ened -aga iri 

Father's Video me P l ^y 

Iri the seventeen families with men in the household, 
only one man did riot play at all. FdUr played frequently 
and thoroughly enjoyed the games. They often played before 
or after diriribr. Most often they played when other members 
of the family, word nearby> but on some bccasibris they played 
in isolation, from the family late at night or early on a 
weekend morning wheri others were in bed. Iri five families, 
the parent.s played the games together when the children were 
hot present, as well as playing at times as a whblo family. 

In many instances it was the father who initiated the 
purchase bf the set. Mbther's were ac qU ie s ce ri t , . bu t not , ^ 
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geherally enthusiastic. In some cases the father's ini- 
tial enthusiasm waned after he found he could not competj^ 
;ef f ec'tivGly with the children. 

Some fathers cbmmehted: ; 

"I tried skiing, but 1 quit because 1 Si t tpo _m_any^ _ . 

trees. No, I dbh ' t wan t* to play them because they 
beat me. I bought it for them" 

"Sbm(5times he wants me to play .with him and I do it, 
but he bekts me everytime. I don't know how to play ' 
that game, so I put my concentration on SDmething else. 
• I cannot sit in one place, practicing." > 

, ■ . _ _ • ■ . ■ \ _ 

•'If they want : t o. c ha 1 le nge me , I'm the fl^rst one in 
and out. I play at it, but I'm not hooked on it. _I_ 
just do it to please the kids, to show them that adults 
are no t per f ec t - " . . . . 



Among the more active players, fathers said: 

•*In male competitive sports this is the dily ^thihg 
that's come^aiong that can bridge bur gap ^ t^e gap 
between fag|ers and daughters. We have more .camar^a- 
derie , morjjcomplimenting, mbre brin.gihg but of com- . 
ments in fjBor of our 1 oved bhe s . Thin gs tha t - wou 1 dri ' t 
normally c^pe out in competitive spbrts like, 'Gee, 'dad 
1 didn't k*ow you were that gbbd, or that quick..' • 
those kinds of' things." * : 

"I wanted one>.bu-t I bought it for Michelle. When we 
just had the tv we would sit around andwatch, but with 
ifie video games there's more friendly^ toge ther ne s s ^ f or 
some strange reason, I play winners. I find her cheer 
ing-'me on, saying^ ' Cbrrie bh, dad, come* on t ' Then she 
says, 'Hey* ' I ' m 1 ay ihg a ga in s t y,ou ! ' i ^love_ pi ay in g 
games, but 1 play tb win. Here! find us rooting, for 
each b th^T , " 



Among the wive ■ s comments were: 

"My husband loves it. There .was a r un n i n g _ c ha 1 l^n go 
going between thc?"fathor and sons for awhile. I began 
to think it wouid take over' their whole livef5, but it 
has begun to- taper off. It was a nice cbmmon ground - 
for the father and the kids^ They play it together." 

"He has ;always shared games vy;ith them and- any sport. 
Since the video game came, he_plays with them mbre than 
he ever did before. He can play it all the time in the 
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evoning; When they're riot sleeping, tht:y Vre 
playing, 11% joins in .just like a little boy." 

1. . ■ > " . . 

A datighter commented? 

"My dad is more sharing now with the family instead 

^^^^^P °" sofa after-dinner. We. will 

get together p 1 ay i ng t he A tar i • : We're all watching 7 

a n dzzcrh e_e ir.i^n g __e a c h o t h e r o n_. 

Cooperation and Competition in Famxl-y Tn teraction 

Many parents commented on the role of video games in 
providing opportunity for f ami l.y ihterac tibri in' ways which 
had hot previously occured. Some comments were: 



."They have learned to commun i ca t is . In the beginning 
they didn't like to lose, but. since then they have 
learned it'so.k.to lose oncein awhile. They corigra- 
taiate each other when theyhave a good' game." 



"It is good for the kids. When they play they know 
how to get along together • " - ' 

"At first it seemed like they had toplay together, 
then they learned to play by themselves with the 
machine. That took a coupia.of weeks. ^ They have 
different skills. -In this game, th'ey seem to be 
very close and yet. can be competitive. When they 
play ; outs ide , it . is just the oppo s i te . " 



"I de f in i te ly th ink* there has bieen change of family 
interaction in the house with the video games. The 
^irls are competing on a level with the boys, they 
play more together. Age doesn't seem to make a 
difference; age and sex are eliminated. Theboys 
don't resent that at all. I think they helped each 
other, especially, at the beginning." 

Mothers said: 

" H e a n d h i s s i s t e r are i n t e f a c t i h g mo r e a s well as 
with both his friend s Ehd heirs. It is bringing both; 
groups of frie n d s t o g e t li o r mo r e S dm e t i m e s I'll ha ye 
as many as seven kids downstairs and only two can play 
at a time, but the others are sitting there rooting for 
each other, 'Comeon, do this; come on, do that.' It 
heipsthempiay together, and they are able to organize 
thewhoieactivity."- 

"i think he's interacting with girlsSlot better and 
with his sister^ spe c i a i'iy * He relates to ho.f a lot 
more. They seem to have gotten cioser,. " 
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"i see a lot more cooperative p 1 ay ■ be twe en thSm, 
more sharing. This is sbmething n on-p hy s i c a 1 whe r e 
they can compete and the ybung-er pn(2 is- able to pi ay 
^ahdwihoccasibhally." 

'A s ingle mo the r of two sons quite separate in age: 



"Their interaction has increased. They do more together. 
Age makes nb diff-erence in -'the competition;;. They wiii 
end up f i g'hiti ng because t;h e old e r o n.e gets jealous if 
the younger one wins. Actually > they play this better 
than a.ny thing they've ever done. This is the first time 
they've ever really played together. They talk abbut 
\yhat they jdid, what their scores are> what's happening 
in the game. It's a s ha r e d a c t i v i ty and"^ a competitive; 
sort of one; much better than passively watching tv 
without anyihteractioh br thought." 

Children reported: 

"I see more of. my sister. We spend more time with 
each other. " 



^ " My dad spends a lot more time with me. It has 
real 1 y -Jd r ought us closer, H e j U s t spends rri d r e . 
time in t he— ^am i 1 y room watching us play it.", 

:: 'On a contrasting n o teT^n e-^Jnother said, "I don't 

encourage them to play together . She rs^a^-v-ejTrX^. bossy b'^ig 
S-ister. He refuses to be told what to do, so therd f s^~a-~-:-__^- 
cbnstant battle.^ He. doesn't like her to tell hiih v/here to 
go. or how to move. It gets hi.m confused "and he gets stubborn. 

'R easons Given for Purchasing theGame Set 

The influence o f a dve r t i s i ri g and th e c h i Idr e h ' s pe er 
group a,ttitudes were major factors in parents' deciding to 
purchase a video game set. Fathers generally favored the 
purch>ase> and in i t i a 1 ly we r e interested in the games for 
themse Ive s j us ti f y ing. the purchase as a family^ activity. 
In three families, the fact that one child had a perceptual- 
motor problem' or was diagnoisod as mildly dyslexic affected 
the decision. Mothers saw the games as prbvidihg pbtential 
remedial aid" f:or academic skills. Two mothers, recently 
divorced, bought the games a s •*^P"S <^ ^ 9l f t s for their boys. , 
They wanted to ensure that the? first Christmas without the 
father in the home wa'-s not a • time of unhappiness. The games 



ERIC 



wore a way. of fillijlg a ri . emb I: i b ri a 1 void in the, family. 

In nearly all cases^ the fact that many of the chiidren's 



frie-nds already had game sets be came a aajor determinant 



r 



in the decision. 



Se X • b i f f er e n ce s in AmouTit ;of T.ime Played 

Analysis of daily records for differences in amount 
of time played by boys as :compared tu girls reveals . boy s 
playing somewhat more than girls overall. Younger girls / 
ages seven to ten, played less than bo^s of the same age..' 
In one family of two teen-age sons and two.te en-age daughters, 
the boys played twice as much as.> the girls. In. other fami-lies 
the. girls played about 4% less .than boys. Because of differ- 
ences in family composition it is not possible, to present d 

— c-]rear — s-tcHHrS t i e-a^i^^^^c^^^e — 6f^ fh^qp diffe rences. In ^ :ehe ra 1 -, 

girls tended to^ los'e interest in the .games faster than boys. 
This was particularly true in three families vhere the console 
was kept in. the boys' bedrooms. A more carefully controlled 
study of s e X d i f f er e nde s within a limited age group wbuld 
test this finding more precisely. . . 

A mount of Television Viewing Relative to Video Game Playing ■ 



The study did riot collect data oh television watching 



before, during, or at the end of the observation period . 



However, nbrie bf the families repbrted watching more tele- 
vision, arid 14 of the families (70%)v reported that' they 
X w atched less tv after purchasing the video games. The s e 




f alrvi 1 ios indicated that instead of watching television as 
a- pas^4inc, thoy used the te 1l» vi si on f or playing the games. 



Thank T=le aven ! They watch tv less." 



"In the begisnning it cut down bn^tv watching hours / 
but later we went back, to tv watching'. " . i 



"Any time a* new' c^ittridqe is introduced into the. family 
it cuts down on tv Watching." 



Sdmb childirisri irismarked: 



"It used to >e all that . I did af ter school ; how I 
don't watch television tilat much any more . I dbri.* t 
m i is i t a t a 1 1 • '* 

■ ' * *" ■ 

_ "I watch less tv now, I Used to Watch itall the time > 
and now' practically all I use tv for is the games. 
Mom complains that we have tbb-mariy c ar t r id ge s , bu t 
•> • now that we- don't watch so much tv, she feels better 

In general/ it appears that the usis of video games, 
dbesreducethe amount of time spent watching television. 
The family does not' merely add the playing of ,videb games 
oh to time spent watching tclevisioh> but replaces part of 
the customary television* time with video game pi ay in g.. 

V ideb Arcade and Coin -Opera tod Game Playing Compared to 
H ome Video Game Pla y 

Ten families (50%) reported appending less money in 
coin-operated video games sihcis thisy bbtaihed the hbme set. 
F.b ur families (20%) reported an increase in interest in 
playing in the arcc^es or where coin- operated vi<ied games 
could be found. Six families (30%) indicated no change in 
frequency of play on coin-operated machines. In these fami- 
lies very little interest or. money were invested in the coin 



operated games. 



AmQhg those families who believed the amount of time 
and money spent in the arcades had; bee n\ reduced,; the foi low- 
i h g a r e t y p i c a 1 c b mm e ri t s : 



"The boys used to spend a lot of time Xand money in the 
arcades.. They /are not cloing that now. They^ save their 
m o h o y t o ' b u y c a r t r i d g e s . " 

"I like playing, at home better! You dbh • t have to - 
stand in line. At home you can. learn the. game without 
losing your money.." * 

"I d'bh • t waste my money oh the ones I can play at home 
If someone gives me money tb . p 1 a y , I wi 1 1 ; but I wa h t to 
save my own mo ri(Sy for b t H er things." 

"It Is be t ter to . play at hbirie^ because when I play • 
Asterbids at Chucky Cheese^I'm used to having a j by - 
stick in my. hands, and there I have to push all those ' 
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bu t ton s . " 

. "i don't play in the *a r c a de s be ca u s e I"ve got the 
games at home. I don't li_ke the atmosphere of the 
arcades. It's just a lot* of people going crazy. 
Kids who go there are wasting time.- They're not 
bad kids; they just don't have any thing be tter to 
do with their time." 

;In families where the arcade playing was viewed as 

an increasing problem", these statements were made: 

■> . ■ 

"She loves them. She woul 4/ sp e nd a 1 1 her money 
there. She likes people /around^ and they are more 
c b mp licated, more inter e. s ting." 

•"Ye4y they still play at the a r c ad e s ^ un f or bun a te ly , 
The bo ys do. It's against our family values. The 
eriviroriiTK^rit is undesirable." 



"They are more interested in playing the coin machih?is 
! since we got the game. They want to try their skills 
outside the home." 

~i^-54fe^<5ne s.P e c i a 1 arcade is his whole rtlssidri in life 

on Saturday. I*t ^ s gotton to^the poii*^— now whore he'll 



just take the bus with some friends. He'll orgaiiize 
them on Saturday morning after his chores are done. 
They'll go. down there and spend about $5^00. ; He won't, 
take his sister. He' says it's not a good place for iier; 
oniyboysgothere." 



Mothers of boys* complained 



"I thought they'd be less intere'^sted in'^aying the / 
commercial games, but it hasn't turned out that way. 
The c ommer c i a i * one s keep current> and the horns* video; 
games are imitations. After they're tired out i^n the 
arcades, the compa n i e s make the S3me did game for home 
video- play It's li ke seeing an old movie, w^irmed over, 
It's a re-al di s dppb i ntmi^n t . It seems to me 'games need 
to b o c r e a t e d f o r t h o ho me> rather than just producing 
less interesting, imitations of c omme r c i a 1 games." 

" B o t h bo y s w q u 1 d rather 1 a y at the arcade. Th 6 s e 
g a me s are different, and lots mo re f li n Th a original 
is bett.'er than the -fake. You push buttons, the screens 
aire bigger. They are.mbre fun because t.h ere are lots 
of people arbuhd Watching you. There a: e more sounds; 
it's more complex; they c^n put in special features 
because the sets are bigger." 



23 



One adolescent boy expre.ssed a common point of view: 

"There, aire lots of hoods and tough guys there> ^.nd if 
you step outside there n^e people • smoking mari juana 
and everything; But the manager get's the cops after 
them. Godd girls don't hang around ther'e. You don't 
see many girls in there. M^ybe they . dor> ' c wa n t to 
spend their money." ' ^ 

Children reported spending . from 50* to $5.00- per week 
on coin-operated games. One fifteen-year-old boy .confided 
that he had spent as much as $15. in one day playing in the 
arcades. He was shocked, embarrassed, and ashamed that this 
could have happened to him. His -family was poor. and strug- 
gling. He reported proudly that he did not spend money on 
the coin games since he had his home set. 

R ules and Restrictions SUrroundihg Pla^y4-n g Home V i d e-O- -Gajnes 

Alinost every family stSted that hdmewprk must -be done 
before any video game playing wai permitted ?. however , several 
families indicated that the rule was hot a Iway s obs er ved - 

_ Most of the families believed the games had not created 

seri^s~~pTdi>lH34niu the children's game fiaying^did not 

ri<=^bd to be sever ely regSTal^T? ~exi^^£^_bn rare b ccasibris. 

Restricting video ' game play as £. f orifT^o^^-p^nishme n t 
was reported in a few cases, along with the same kiiid^^'b?' 
restriction oh tv viewing. This happened in situations 
where chores were not compleLed or where homework was not 
fj^rbporly attended to.' In two f ami 1 ie s :argume n t s. or fight- 
ing.wore citod as reasbhs for r e s tr i c t i n g the use of the 
vidoo. games. Two other families reported that the games 
could not bo played when the father or others in the family 
wanted to watch a to lo vision; progiram. 

In all but one family the playing of video g^mes- 
appeared to be kept in reasbnable perspective along with 
responsibilities and. other divsrse activities of family life, 
briiy. when -a new car tridge was pllr ch-ase^d did the game playing 
tend to temporarily dominate. However^- in orTe^^f ami ly th^ . 
.games were played many more hbiirs each Week than in the ^ 
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other families\: This family had a pre- teen son , a teeriagr? . 
daughter, and a\step father ; ail Enthusiastic players. . 

^ f-£^c^ o-Ti Sahool \vOrk and Acad^smic Qkills 

\. ■ y- i ■ • • "•• 

Twelve families (60%) indicated that they cbulid- see 



no: change / :e ither imp\rbvemeh t or deterioration, of school 
work whiih- could be attributed to video r game s . Eight fami-^': 
lies (40%)'* indicated, imp r bv erne nt -in children' s school work 
or skills which. could be ^ result of plpying the games. None 
of these families r epdr ted\^ de ter ior a t ion in academic skills 
or ac'hievement . Among thos^^ who saw nc>j ch"ange , typical 
cbmments were": 

" rt doesn't carry over, ih'^b school work. There is 
no transfer." . " \ ' /' ^ 

"I think my reading and schbbl work aire jlist .the*same." 
"The games we have dbri't/help at^ school." / 

"It doesn't make that much difference in isch.ool. It 
won't teach ybu that much. Practice with buttons and^ 
joy sticks doesn't make any difference in whcit you learn 

Ambhg thbsa who believ<2d the video games had helped 

them in school, the comments were frequently strong and 

spec i f ic : ... ' 

"They have the best, report cards they've ever had this 
last period. I don't know what to attribute it to > but 
thGy have not cfianged schools, and the honework rule 
hasn't changed." 

"He seoms to have an impr bvemeh t in hi s codr diha t ion - 
He judges distances better, now, I think it really has 
helped him in, his reading^ he is doing much better in 
reading now. With dyslexia^ he did hot en^by readings 
very much . " 

"It is helping her with cbbrdiha tibh . She tends to beP 
• awkward, and sloppy / but s,he ' s beginning tb keep things 
..straight when she writes lining things up." 
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"He ha's perceptual problems. Wtitirig is cfTi-f f icul t , 
^nd he has a hard time cbdcentra tirtg;, and. completing 
a task. Ho is aud'itbrially dis tractable ^ with some 
motor coordination difficulty . The Atari has really 
he Iped hr.rn ; " , * 

"I'm faster in reading. I us_ed_jt_o- go slowerr bu^t now 
I just read faster than my us"ua 1 speed. It j us t s e ems 
like I want to rea*d faster, jny eyes want to go faster. 
My reflexes are beter." 



Jmprovement in Ski ils--Ref lexes and Coordination 

Most of the children Verbally reported improvement in 

c - - . — . " 

coordination or ini skills required for game masterS''. Parents 



spoke admiringly 



strategies for qi 



f their children's abili.ty to improve th^ir 



coxes ^ develop the coordination required/ arid develop clever 



of these skills-i'rt the child's seh^e 



e-.piaying. They also spoke of the importance 

of s e 1 f * e s tf e e rrt : 



"Tlid Atari Ifids b^en great for him. I've seen him go 

from not being able to do. it-, to being able to .really 
do i t ■: w e 1 1 . r 

"X have seen a definite change in cb ordination arid 



She is pleased with her skills 



reaction tim^. 

"Maybe it ha/s helped with eye-hand ^ 

has better! a'iming skills. He is more cojifiderit now, 
doGsn''t stkdd back and let ;6thers take over the gamo. 



c b o r d i ri a t i b ri 



He 



"I think. 



on the bp ttdm line / ■ i t has increased eye-haria 
' coordinatipn. ;It has probably made them more kridwledgeabl 
about tGct4iolbgy . I ' m_ ama ze d a t how quickly they urider- 

retain it; how* quickly they pick up patterns 
and sec ' la tibrishipg . It ^ se^^ms to me it's devel oping 
memory ^p$n^ /They know exact 1-y the sequence and the cues. 
It has be hittiitg a t • cdriceritration . It stimulates 

them to Ujse their braiilrs , as compared to passively watch- 
i'^ng tv. Wit would bis nice ^if those s^kills can be carried; 
b V e r i n t q 1 0 a r ri i ri g i h s c h o o 1 . " 
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One boy said: "It improved oUr iriaflexes. I play thd , 
flutb and believe me I need quick reflexes for the 16th notes; 
I Used to he the worst brie in the school orchestra, and now" 
I'm first' flutist, i think tlie. Atari games made the difference;* 
It improves my thinking. Maki2S fee faster. I can move froi^ 
one line to. the next in music andbe ready for my turn to 
cdiTte iri..,cari lbok ahead without losing track." 

"I know I have, fast eyes now," ^said pne ten-year-old girl. 
"When it gets to the t^dp my eyes are going, like this. I have 

, ._ __ _ • v_ T_ _• ^-^^ ______ __ ____ _ _____ ^_._ .__ 

to look all over the screen. It helps me not to. tnke forever 
dri my tests. .1 ddri't take a lot of time to look at- the pap"ers> 
;but can do 100 multiplication" problems in about 2i minutes." 
A mo the r .s a id , " my oldest bo y:^ has had so me problem i ri 
visual sequencing and 'the -younger one has some dyslexia. The 
eye-hand motor coordination is still difficult* The eye-tracking 
must be improving in playing these games, because the boys can 

compete with 3[ cousin and hold their own. They didn't do that 

.____.__■_ _fi ■ __ 
well'iri the begiririirig." 

On strategies, many of the children and their parents 

learned patte^ris , repdrted moihdrizirig some df the . mazes arid 

sequences > and scribed strategics they had developed and shared 

with each other in order to i. ncrea.se scores. The app 1 ic<'i t io ri 

of intuitive geometry., was mentibhed as one de ve^lo^^ing cognitive 

skill . - " . , * : 



>nce3 in gj^ki : 



Sex Di f f er ence 3 int^kills and Attitudes 

. , > . 

Boys viewed themselves as being better than girls at playing 

the games by virtue ot their Interest and practice, not because 

of inherent sex differences. The. girls believed the, games were • 

designed for boys, but girls would like .them and could be , 

— ■ n ■ . 

Gdmpeterit with them if theypracticed.: 



Parbnts , tended to see tlio gambs as a way of breaking 

dbwn traditional sex and age stereotypes: 

"Agd/ and sex are kind of: wiped but^" dnefather said; 
"it's just a matter of p r ac t i ce . Gi r 1 s c an beat boys; 
Girls arb competing at a ley^el with the boy s , and the 
boys don't seem to resent i't. Brbthers in this family 
teach sisters, but not each other.-." 

"My olde^st daughter's goal is- to g e t a high s c or e i ; . to 
see how high she can get. I hear her raving' when she 
has beaten her own score." 

Th e children c omme ri ted: 

"I can beat Stephanie, but she couldbe better if she 
tried harder.**^ 

"It's hot for boys any more than for girls; but more 
boys play it. fi4^ ' s for people." 



'.'I think if gir$s play a lot they will be as good as 
boys. Two of my girl friends play a lot, and they're 
very goc^d . " 

A single mothet with a son and two daughters said: "I ^ 
think that if it were just the two girls, they wouldn't get 
as loud, y-^e girls and I. have learned this method of competi- 
tion, of in timidatibri that cotties with loud cheering and shouting 
Now we'll do that wii:h each otherC" . • 

- In a fa'mily with three teen-age daughters and no sons, but 
boyfriends coming to the house, a girl cbmmerited: "It jUist 
sbems that girls should n6t be better than boys. Jennifer can 
beat boys, somet-iines she does, it" just dependis on whether she 
is in the mood. I see it as something I can compete, in wi t-h 
boys, but I get 'embarrassed when I miss. I don't want them to 
see me make a mistake." 
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A . twe i VG- y e ar- old girl/ just entering junior high found 
her know lodge of video games to be a social asset with boys. 

I ' m more competitive with girls, but I don't really mind 
about, the boys.' It's fun to talk about thirigs be c a u s e . mbs t •■ 
boys like video-games.' When you' go to school y,ou have, some- 
thing to talk about. Today , I was . talking about Star Gate' 
with, a. boy 1 didn't know at lunch ±n the cafeteria. He was 
drawing a pattern and we started talking. I don't think' the 
games are mostly for boys,' but the boys play it most. I do see 
some older girls, 9th graders playing, but riot too many. I 
think they are designed for boys, but the^-girls are getting 
into it more. At first, I don't think they were really me a ri t 

f or g ir 1 s . " ■. -/ 

\ 

' ' . . ■ c<> ..... ^ " 

Fantasy While Playing 

When asked if they imagined they were in the scene depicted 

by the game the younger children ittbre often thought this was 

the case, but not all of the time. It depe:nded upon the graphics 

of the game.. Frequently, in the sports games, the boys imagined 

they were really on a team trying to win. Adventure and bonky 

Kbrig' also seemed to stimulate a sense of imaginary participation 

in the situation. The older children re p o' rted playing tbwin> — 

to increase' their scores, but not as a fantasy-typo experience. 

Attitudes about War Violence a nd V xd&^-'--Ga4PO-S , . 



None of the £ ami 1 ie s in te r v i eweti saw a r e 1 a 1 1 bh s hip between 
playing video-games and developing a war-like or. violent per- 
sonality. Admittedly, t h e s e ' f aniil i e s owned vide.o-games and 
have a ve s to d i n te r e s t in denying this possibility- However^, 
the c.o mmo ri t s across f a m i 1 i e s ' w e r e c d ri s i s t e ri t i ri t h i s v i e v7 : 




"No; It depends on how you take it, on how you play 
-it; 1 have three boys and they don't like to lose, 
but it is not making thdm.war-iike;" 

"I don't see _ i t ^ They see enough of the six o'clock 
news far worse than they can imagine if Ihey are sitting : 
down playing a game and imagining that they are shooting; 
Nothing is hidden 'in the -news, and kids see a lot of 

- \ 0 " 

that. 

''No they're not war- like. They are too abstract. it's 

not like shooting people:. It's. -just another game;., ho. 
bigthing." •• 

r "I haven 't'seenthat connection . We don't play that 

k i n d o f g a m e . ' ' 

A father who is a young immi grant to this country said> 
^"My judgement, is based on my own ■ deveioftment as a kid.. . When I 
was a kid we played war games arid thirigs like that. But, I'm 
a very peaceful man, and I hate war. I am a passivist. 1 am: 
ariti-nuclear, I am opposed to what is' happeriirig iri-Leboriori, 
Guatemala and elsewhere. But somehow my playing v;ar games as 
a kid didn't affect my thinking how. I thirikgames are games. 
What |l don't want the kids Jto be exposed to is what is shown 
bri tv|. That's what isfrightehihg." 

Another, "I* don't think that you can consider %hem violent 
in any way. It's a game for them, not training them to -be 
kille rs . " 

A teenage girl remarked: "I don't think of tlvem/as war 
games, Jiistjfuri. I don't think of killing any brio. Sometimes 
I try to. 1 I try to think, 'Oh, if I do this, I'm really going 
to die..' But usually I dbri ' t; really have to think ^bbut it. 
There's no l real c onne c t ion be twe en playing the games and growing 
up to be a |war monger. " ; 

|I thiink of it as a game. Just getting the targets arid 
buildibg myl score." " . 
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Iriteros t in • Cb mputbr s as a R b:^ ult of VidbO'-Game^ 

Moist of the families considered their video-game sots 
as a stop toward a computer in the family. ' Only a few families 
indicated. plans to. purchase a computer in the near future, but 
they believed the games were- stimulating thie ir- children toward 
an interest in computers and greater confidence in using them. 
One of the faihi'lies did puxbhase a computer eight months after . 
purchasing the video games. 

Special Problems Reported and Complaints " 

Complaints centereda round the constant noise from the 
gamesr not the overuse of them. A few mothers and fathers said 
th^y had the children turn the sound down or turn the machine 
of flatter listening to the bihg- bing-bihg " of the games for 
a whi . , ' • 

One mother said she couldn't let her children play the 
games just before bedtime because of overstimulation. However , 
another said that if her daughter couldn't sleep she would play^ 
video games until she was relaxed and sleepy. 

Two parents complained that thei'r sets broke soon after 
pur cha s e . > 

Two families "complained that the games were not designed 
for group play, and players had to wait*. for. tur rt s in s tead of 
being able to play s imul t ane ous iy J - - 

Families compl a ihe d f r e que h t ly ' a bb u t the exorbitant expense 
of the new cartridges, the advertising hype . of new cartridgesr 
the exploitation of cbhsumbrs both advertising and cost. ft 

common complaint was the lack of freshness of the games when 
they finally be came ^^ay a i 1 ab 1 o tor the home video-sets, in . 
contrast to the now. games coming out first for arcades.. 
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SUMMARY OF FINDINGS AND IMPL IC AT lONS* 



• This research examiriAd, tHrough observation, iriterviiew, 
and riecdrds of daily video-game playing, the .impact, of home 
video-games on family life. The-"focus was bri quality of life 
as a result of the in trod^c ti o*n cf the games into the home. 
The study was no"t designed as an .empir ica 1 , experimerital study 
comparing quah t i t a t i've data on cognitive qhahge, Skill dsvelopmen 
or precise sex differences in play. These are important areas 
for future investigation* 

Much of the data is based bri interview, s e 1 f- reporting , 
and attitudes, expressed by individual family members. Opinions 
of individuals were used as evidi2rice of attitude: No attempt 
■was made to verify the accuracy of the point of view expressed 
except by comparing the statements of one family member. with that 
o f an o the r * 

Records of the family video-gamc2 play were kept o-ne week 
out of each month over a fpur-mbrith pe r iod , wi t h ' a fbllow-up 
interview with each familyat the- end of six months. Those 
records provided data> often uneven, f b r - as s e s s irig the ^.amount 
of* time spent playing video games in the family; who played 
with whomi; at what time of day; and which games were most 
frequently piayed. Since f ami 1 ie s'; did hot all have the same 

cartridges Igve^r t.ha„t__time ^ pe r i od , compar i ^on -oi— in ter e s t in . ^ 

individual games was not useful. The Pac-Man craze was iri full 
swing during this study, therefore many families spent a 
disproportionate amount of time playing that particular game. 
It was obvious from interviev;s and. records that a new game . iri 
,the family was played with great frequency for a short period 
"bf time. Two weeks seemed to be the standard time of pra-occupa:- 
tion with a n^w game.. Family play time iricreased during >this 

peribd, and fell back to- nor mai pe r spective follbvirig the decline 

'_ _ - . , _ ' : - ' / 

of interest in the new game. 
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The amount of tirtie spent playing videos games in the 
•famiiiGS daclinad for a majority (64%) of families over the 
four-mbrith period. There were a few families which shbwisd 
an increase in g-ame playing. in bo th ' groups , the in'crease. ; 
and the decrease of game playing time di f f.er ed s igrii f icah t ly 
from the mean playing time recorded for each group over the 
f ou r- mbn th . p^,r i od . The number'' of persons in the family did 
not appear to affect the amount of time the video-games were 
used in the family.. Average, and modal playing time in the 
twenty families was less than. one hour per day, with variations 
da ily and weekly. Families with siblings averaged a slightly 
higher daily average (54 minutes) than families with anonly 
child(48miriutes). 

Boys tended to play the games more by themselves, while 
girls tended to play when o ther ; family members or friends piaye^ 
with them. One may speculati2 on boys' greater interest, sense 
of competency, or satisfaction deriv^ed f r om bu i 1 di ng s co r e s . 
' So.me girls did play alone,, but the pattern of playing with^ 
others- is predominant for girls in the study. Socialization 
experiences, as. well a s . d i f f e r en ce s in skill and i n t er e s t may 
provide a nexplanatioh. r 

Mothers played video-gamos Ic.-^s than other :family members, 
with a few mothers reporting never hav^ihxj -pi lay^^ 

Working mothers, as most but not: ail of these were, are busy 
people with little time for entertainment or eVeri family 
recreation at home. A more persuasive explanation f or ' the 
minimal par t i c ip a t i*qh o f mothers in the games may be traditional 
sex s tereo typi c ' a t ti tude s tov;2rd technology,, fast-paced 
competition, .and male-briehtGd gam^ themes. Some women preferred 
Pa c -Man, Super Breakout, and tennis which are not clearly combat 
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games. 0 the r re sea rch has s?ibv;h girls and women to perform 
less well oh testis of spaticil percjeption and motor performance; 
These abilities contribute to success in video game playing. 



Without strong skills in these areas women may feel more t 
frustrated th^-n fascinated by th^ challenges b.f the games, j • . 

In all families a change in family, interaction was re- 
ported in a pos i tfi ve dir ec t i on . The ^ames brought families" 

' . ' . ^. '_ _ ^ _ . __. 

together in new interactive patterns, at least ;f or a period of 
time-. This was valued by adults and chi Idr e h'^a 1 ike . 

Even in families where no effect on sc.hooiwork was noted, 
the development of specific skills of eye- hand coordiha t ion , 
speedier reflexes, and increase in friendly competition were 
reported. * ^ * 

The most compelling outcome of the study is t:he extent 
to^ which families reported theif enjoyment of playing videos- 
games together, and the cooxrierative spirit surrounding the games 
whicH had freshly emelfged within the family. The games could 
be played by .children of both sexes, in ihteractibh with adults 
with each family member experiencing success at some level and 
with outcomes^ independant of sex arid age. Instead of. isblatibri 
of children with trie.se game s , f ami i± e s came together to play. 

Instead of becoming addicted tb hours of sedentary play the 

games fell into perspec tiveV v;ith other aspects of family life. 

The interest iri home , v i ded- game s f in itself, may -be a 
passing fancy in homelife. Th> interest in the games, exhibited 
during 1982 , may never again be;^^ intense. However, interest 
^ in games and technology • wii 1 coiiitinue, if only through the 
medium of personal computafs^'. Tfte effects* of the' games on 
individual children > sex and ag^ dj;! f f e r e ri.ce s , the .develbpmerit 
bf cogriitive ♦ .perceptual and motor (skii Is , and thq* effects on 
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social attitudes ail need to be explored. The video- computer. 

game industry heeds to be informed arid irifluericed by research \ 

results which indicate positive and ne g a t i ve . e f f e c t s of their 

products on society. The cbrisumer rieeds a voi'ce in shaping 

thesematerxais. 

; _ , • . _ --7 

Historically, games, toy s , . a ri d . e ri te r t a i nme n t have: reflected 
the values of the. ::ulture in which they "are found. They have 
also reflected t.h e changing 1 0 c h ri b 1 b g y b f a society. Video- 
games are not different in that respect. -Technology-, has 
invaded the family in a permanent way. Thi is study suggests 
that it is" not in'.ierently bad; that families may be trusted to 
uisie. judgement abcut time ^nd activitie.s apprbpriatie tb their 
children's lives and in a context of family values- Theparehts 
in this study vtere not powerless in^ their control over the' use 
of the games. American families at preserit can react to the 
quality of video game products on the market only by exercising 
purchasing veto power. However, it i s pb s s i b 1 e .,tha t additibrial 
studie^s of children and families using, video-games both in and 
outside the home, may. provide sbme cbritrbl arid guidance for 
product development as well as accurate information for adults 
iri evaluatirig the poteritial health arid hazards bf video-game 
playing. 
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